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WARNING: READ BEFORE USING YOUR PLAYSTATION® GAME CONSOLE. 

A very small percentage of individuals may experience epileptic seizures when exposed to certain 
light patterns or flashing lights. Exposure to certain patterns or backgrounds on a television 
screen or while playing video games, including games played on the PlayStation game console, 
may induce an epileptic seizure in these individuals. Certain conditions may induce previously 
undetected epileptic symptoms even in persons who have no history of prior seizures or 
epilepsy. If you, or anyone in your family, has an epileptic condition, consult your physician 
prior to playing. If you experience any of the following symptoms while playing a video 
game - dizziness, altered vision, eye or muscle twitches, loss of awareness, disorientation, any 
involuntary movement, or convulsions - IMMEDIATELY discontinue use and consult your 
physician before resuming play. 

WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Do not connect your PlayStation game console to a projection TV without first consulting the 
user manual for your projection TV, unless it is of the LCD type. Otherwise, it may permanently 
damage your TV screen. 

USE OF UNOFFICIAL PRODUCT: 

The use of unofficial products and peripherals may damage your PlayStation game console and 
invalidate your console warranty. 

HANDLING YOUR PLAYSTATION DISC: 

• This compact disc is intended for use only with the PlayStation game console. 

• Do not bend it, crush it, or submerge it in liquids. 

• Do not leave it in direct sunlight or near a radiator or other source of heat. 

• Be sure to take an occasional rest break during extended play. 

• Keep this compact disc clean. Always hold the disc by the edges and keep it in its protective 
case when not in use. Clean the disc with a lint-free, soft, dry cloth, wiping in straight lines 
from center to outer edge. Never use solvents or abrasive cleaners. 
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MEMORY CARD slots 

(ABOVE CONTROLLER PORTS) 

Set up your PlayStation® game console according to the instructions in its Instruction Manual. Make sure the 
power is off before inserting or removing a compact disc. Insert the THREADS OF FATE disc and close the 

disc cover. Insert game controller(s) into controller port(s) and turn on the PlayStation® game console. 

When the title is displayed press the START button. The Title Screen will appear with the following options: 

NEW GAME 

Select this option to play the game from the beginning. Press up or down on the 
directional button to make this selection, and press the ® button to confirm your 
selection. The screen will change to the Character Selection Screen. 

CONTINUE 

Select this option to continue a game from saved data. After inserting a MEMORY 
CARD containing saved data into a MEMORY CARD slot, select the saved data to 
start from. When the L1 or R1 button is pressed in the Save Screen, the player 
will be able to switch between MEMORY CARD slots. 



For more information about saving, please refer to the next page. 




GETTING STARTED 


Saving thegame 

You can save your game at the inn in Carona. 
Talk to the owner at the counter, select 
<Recover and register>, and the Save Screen 
will appear. If the L1 or R1 button is pressed on 
the Save Screen, the MEMORY CARD slot wNI 
change. Each save requires one block of 
memory on a MEMORY CARD. 


Game Over 

When the character’s Hit Points reach 0, the game is over. 
Select <Back to town> or <Quit> by pressing the directional 
button, and execute the command by pressing the ® button. 

If you select <Back to town>, the game will return you to the 
town of Carona. However, by selecting this option, the number 
of each monster in your inventory will be reduced by half. 






coin of I ife 

If you have a coin of life, the option <Continue> will be added to the 
Game Over Menu. When <Continue> is selected, the Coin Selection 
Screen will be displayed, where the player can choose which coin of life 
to use. Depending on the coin selected, the character’s MP value and 
stats will be modified when the game restarts. 
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CONTROLS 



ANALOG mode switch 
(ANALOG MODE WHEN LED IS LIT) 


left stick right stick 


R2 button 
R1 button 

A button 
O button 
X button 
□ button 



NOTE: You may have a controller that looks like this, It 
so please follow the digital instructions outlined below. 


The following descriptions are for the default button configuration. The buttons can be changed in the Option 
Menu under Config (page 19). 

The ANALOG mode switch (LED display) will light up when the controller is set to analog mode. 

The DUALSHOCK™ Analog Controller’s vibration function can be turned ON or OFF in the Option Menu under 
Vibration (page 19). Switching between analog and digital mode will not disable the vibration function. 

Directional button 

The directional button is used for the following functions: 

• Moving your character in 8 directions 

• Selecting the monster to transform into (for Rue) ^ 

• Selecting color of magic (left/right) & the effect of magic (up/down) (for Mint) 

• Moving the cursor 

• Selecting files in the Save Screen 


Left St ic k 

While in analog mode (when the LED is lit), the left stick moves the character 360 degrees. It also rotates the 
Menu Ring of each character. 



START butto n 

Opens the Menu. 



Llbutto n 

In certain locations, the view can be rotated counterclockwise. On the 
Save Screen, this button switches between MEMORY CARD slots. 


Rlbutto n 

In certain locations, the view can be rotated clockwise. On the Save 
- Screen, this button switches between MEMORY CARD slots. 


® butto n 

• Normal attack/Monster’s special attack (for Rue). 

• Magic attack (for Mint). 

® butto n 

• Open Transformation Menu (Menu Ring) to select a monster (for 
Rue). 

• Open Magic Menu (Menu Ring) to select magic (for Mint). 

® butto n 

Jump/Cancel. 


® butto n 

Confirm/Talk/Execute/Normal Attack. Use this button to make 
selections at the start of the game. 


Note: When the L1, L2, R1, R2, SELECT, and START buttons are 
pressed together, the Soft Reset function will be executed, and the 
game will return to the Title Screen. 
































THE CHARACTERS 


There are two main characters in THREADS OF FATE, Rue and Mint. They have 
unique personalities and abilities, and though they live in the same world at the 
same time, their stories and their relationships with other characters are very 
different. By both Rue and Mint’s game, players can enjoy two separate storylines. 


Rue 

One snowy night, Claire, 
Rue’s guardian and the 
woman he loved as a 
sister, was killed by a 
mysterious being 
known as the 
“Arm of 
Death.” 


Now Rue 
embarks on a journey 
in search of a powerful 
relic that can bring 
Claire back to life. 


Mint 

Due to her selfish and 
irresponsible ways. Mint 
lost her right to the throne of 
East Heaven Kingdom 
to her younger 
sister, Maya. 

Now, the only things on 
Mint’s mind are world 
domination and vengeance 
against her sister. To achieve 
these goals, she seeks a 
mysterious relic. 


NEW GAME WITH POWERFUL CHARACTERS 

When you finish the game with either Rue or Mint, you 

will be able to create a special save file. Load this file to 

start the other character’s story. After you finish the second game, you will be 

able to play a New Game with Powerful Characters. With this option, you will be 

able to start a game with the same powerful characters you had when you 

finished your last game. 






THE CHARACTERS 


Kl aus 

A gentle, friendly man who is an 
avid archeological researcher. 

He runs a business selling 
items he has excavated. 


El en a 

Klaus and Mira’s daughter. 

A very carefree, optimistic girl. 


Mira 

Klaus’s wife. A woman of 
strong character who is very 
understanding about Klaus’s 
passion for archeology. 


r 

ar m of d eat h 

The mysterious being who 
killed Rue’s guardian, Claire. 


Treasure hunters who travel 
the world in search of valuable 
artifacts. 


Mint’s younger sister. 

The successor to the throne 
of East Heaven Kingdom. 





















THECITYOFCARONA 


item sh o p 

(Hobbs’s shop) Hobbs and 
Tonio each run an item 
shop, but their shops carry 
different items. This shop is 
known for carrying some 
rare items. 
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CONTROLLING RUE 


CONTROLLING RUE 


BASIC ACTIONS 


ATTACK 


OPEN DOORS 

Face the door and press the ® 
button to open it. 


PICK UP ITEMS 

Press the ® button to pick up 
items. 


SPINNING JUMP SLASH 

Press the ® button while Rue 
is in the air to execute the 
spinning jump attack. This 
move allows you to dodge and 
attack at the same time. 


HORIZONTAL SLASH 

Press the © button to swing Rue’s 
axe horizontally. This is an effective 
attack when Rue is surrounded by 
numerous enemies. 


, run up 

to them and press the ® button. 
Press the ® button to scroll the 
dialogue. Hold down the ® 

__ _to scroll 

through the dialogue quickly. 


VERTICAL SLASH + 
HORIZONTAL SLASH + 

SWING DOWN 

Press the ® button three times 
to perform a vertical slash, a 
horizontal slash, and a swing 
down on the enemy. 


MOVEMENT 

The directional button allows 
Rue to move in 8 directions 
(in analog mode. Rue can be 
moved 360 degrees using the 
left stick). 


Press 

Control Rue’s jump with the 
directional button. 


VERTICAL SLASH 

Press the ® button to attack 
the closest enemy with a 
vertical slash. 


VERTICAL SLASH + 

HORIZONTAL SLASH 

Press the ® button twice to 
execute a vertical slash followed 
by a horizontal slash. This is an 
effective attack when Rue is 
surrounded by numerous enemies. 






























RU ES SPEC IAL ABI LI Tl ES 


Tr an sf o r mat io n 

Rue has the special ability to transform into different monsters. 
By becoming a monster, he can escape traps and overcome 
various obstacles. 




Defeating Monsters 

When Rue defeats a monster, 
the monster may change into a coin. 


Collecting monster Coins 

Collect the coins left by the monsters Rue defeats. Press the ® button, and those 
monsters will be displayed in the Menu Ring. The Menu Ring can dispiay up to 
four different monsters at one time. If Rue acquires a fifth monster, it will replace 
the first monster coin in the Menu Ring. 


Selection with theMenu Ring 

Hold down the ® button to display the Menu Ring. After selecting a monster with 
the directional button, release the ® button to transform into that monster. To 
transform back into Rue, select Rue in the Menu Ring. 


Co mman d s Wh ileTransfor med 

Commands for jumping and moving are the same as before transformation. 
Attack methods are displayed when the monster is selected in the Menu Ring. 
Pressing certain button combinations may trigger other attacks. 





RU ES SPEC I AL ABI LI Tl ES 



Spec iai Attac ks 

Some monster forms use MP to release special attacks. Once all of Rue’s MP 
have been depleted, those attacks will no longer be possible. 


monster guide 

(Note: other types of monsters can be found.) 


V 


POLLYWOG 

Since a Pollywog hovers in the 
air, it does not receive damage 
from ground-level attacks or 
attack from short enemies near 
the ground. 



A Gargoyle attacks with sonic . 
waves. Press the jump button 
twice to make this monster jump 
high into the air. 


3 ^ 

SABER TIGER 

A fast cat with a long-distance 
jump. While weak against fire 
attacks, it can jump over some 
holes that Rue cannot. j 

STINGER 

A Stinger is strong against 
lightning. Since this monster is 
small, it is difficult to attack. 



MANDOLA 

A Mandola cannot move, but 
it is strong against water and 
light attacks. It attacks by 
spitting out seeds. 



OOTANG 

While weak against fire 
attacks, the Ootangs can 
throw rocks and jump over 
tall obstacles. 
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CONTROLLING MINT 


CONTROLLING MINT 


BASIC ACTIONS 


ATTACK 


MOVEMENT 

The directional button allows 
Mint to move in 8 directions 
(in analog mode, Mint can be 
moved 360 degrees with the 
left stick). 


TALK ■ ■ 

To talk to other characters, run up 
to them and press the ® button. 
Press the O button to scroll the 
dialogue. Hold down the ® 
button if you want to scroll 
through the dialogue quickly. 


JUMP 

Press the ® button to jump. 
Control Mint’s jump with the 
directional button. 


RIGHT RING STRIKE 

Press the ® button to strike the 
closest enemy with the ring she 
holds in her right hand. 


RIGHT RING STRIKER- 
LEFT RING STRIKE 

Press the button twice to 
strike an enemy with the right 
ring followed by the left ring. 


RIGHT RING STRIKE -I- 
LEFT RING STRIKE-i- 
SPINNING STRIKE 

Press the ® button three times to 
strike with the right ring followed 
by the left ring, finishing the attack 
with double-ring strike. 


JUMP KICK 

Press the ® button while Mint 
is in the air to jump kick. 


OPEN DOORS 

Face the door and press the ® 
button to open it. 


PICK UP ITEMS 

Press the ® button to pick up 
items. 
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MIN TS SPECIAL ABILITIES 


Mag ic 

With her magic, Mint can defeat enemies and clear obstacles and traps that stand 
in her way. 

Color & Effects 

Magic has a “color” and an “effect.” Magic is distinguished by its “color” - there are seven different colors 
for seven different types of magic. The “effect” refers to the different spells available under that magic color. 
Create various types of magic by combining different colors and effects. Hold down the ® button to display 
the Menu Ring. Select the color by pressing left or right on the directional button. Select the effect by 
pressing up or down on the directional button. Release the ® button to finalize your selection. 







MIN TS SPECIAL ABI LITI ES 

-------- 

THE USE OF MAGIC & TH E CONSUMPTION OF MP 

If the © button is pressed, Mint will be able to use the magic currently selected (The magic icon will be J 

displayed on the top left-hand corner of the screen). MP will be consumed according to the selected magic. 

Once the character’s MP have been depleted, magic can no longer be used. 


Examples of Magic Combinations 


NAME 

COLOR 

EFFECT 

MP 

RESULT 

Vulcan 

White 



Normal 



1 

Fire magic shots continuously by holding down 
the © button. 

Spread 

White 



Wide 



4 

Fire magic shots in 5 directions. 

Arrow 

White 



Power 

© 


4 

Fire a long-range beam. 

Droplets 

Blue 



Normal 



2 

Fire water-drops continuously by holding down 
the © button. 

Cutter 

Blue 

& 


Wide 

Q> 


4 

Fire crescent-shaped blades in 3 directions. 

Ripple 

Blue 



Power 

© 


4 

Fire a ring-shaped beam. 












































































READING THESCREENS 


r In the Action Field Screen, the HP/MP gauges are displayed in the upper part of the screen. In areas where 

‘ HP/MP are not displayed, you are limited to only basic actions (e.g. talk, open doors, etc.). 



FIELD SCREEN 

1) The monster form (for Rue) or the selected magic (for Mint) will be displayed. 

2) HP gauge. The length of the gauge represents the maximum value; the present 
value is shown in blue. 

3) MP gauge. The length of the gauge represents the maximum value; the 
present value is shown in orange. 

4) Numbers. The red numbers represent the damage received. The blue numbers 
represent the damage dealt. 

5) The main character. Normal attacks and special attacks are automatically 
directed towards the closest enemy. Select a direction in which to attack with 
the directional button. 


6) Potions. Monsters sometimes drop potions when they are defeated. The blue 
potion restores a small amount of HP, while the orange potion restores a small 
amount of MP. 


L MENU SCREEN 

There are four submenus: Status, Monster, Item, and Option. 

[ 1) The title of the submenu. Select the submenu by pressing up or down on the 

F directional button, and press the ® button to access the submenu. Press the 

^ ® button to exit from the submenu. 

2) The monsters into which Rue can transform (Rue’s story). In Mint’s story, this 
' field remains empty. 

I 3) The money you possess. 

t 4) The amount of time that has passed since the beginning of the game. 

I 5) Character attributes 

• Current HP value/maximum HP value 

: • Current MP value/maximum MP value 

• Current Strength and Defense values 
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READING THESCREENS 



MONSTER SCREEN 

The name and number of monsters that have been defeated appear on this screen. 
Scroll through this submenu using the finger icon. Monsters may be exchanged at 
item shops for money (but all of them must be traded in at once). Even if they are 
exchanged for money, the monsters in Rue’s Menu Ring will remain. 


ITEM SCREEN 

The name and number of items your character 
possesses appear here. Certain items may help 
you in your quest. Therefore, it might be wise 
not to sell some items (especially items not 
listed on the item list page). 


OPTION SCREEN 

It is possible to change the gameplay environment: 

• The <Vibration> function of the analog controller can be turned CN or CFF. 

• The <Camera> command lets the player reverse how the camera 
rotates when pressing the L1 or R1 button. 

• The <Config> command lets the player change the function of the 
controller buttons. 
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C H ARACTER G RO WTH 



INCREASING HP& MP 

The characters’ maximum Hit Point values increase as they receive 
damage. Therefore, taking hits is one way to raise the maximum HP 
value. Using magic attacks will help raise the maximum MP value. 
Special items may also increase the maximum HP and MP values. 


i 
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RECOVERING HP& MP 

Recover HP by staying at the inn or by using certain items. 
Any MP that have been consumed can slowly be recovered 
by hitting enemies with normal attacks. Certain items will 
also restore Magic Points. 



Strength & DEFENSE 

The character’s Strength (which signifies his or her attack power) and 
Defense can be calcuiated by adding the base number to the highlighted 
bonus number. Certain items can raise both the base numbers and bonus 
numbers. 


elemental PROPERTIES 

Monsters have various elemental properties that can be exploited by a smart 
player. By tailoring the character’s attacks to a monster’s weakness, you can 
cause greater damage. For example, ice attacks are very effective against fire 
monsters. 
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SHOPPING 




OBTAINING MONEY 

Obtain money by defeating monsters and exchanging them for 
money or by selling items. 


BUYING & SELLING AT THE SHOP 

BUYING 

Go to the Upgrades submenu under the Shop Menu and press the 
® button. Select the item to purchase with the directional button, 
and press the ® button to finalize your selection. 

SELLING 

Go to the Sell Monster(s) submenu under the Shop Menu and 
press the ® button. Monsters cannot be sold separately; they must 
be sold all at once. To sell items, set the cursor to the item being 
sold and press the ® button to execute the command. 
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ITEMS 



ITEMS THAT INCREASE St r en 9 t h (Purchase in Tonio’s Shop) 

Bronze Bracer 

1000G 

Strength increases by 4 when equipped 

Silver Bracer 

3000G 

Strength increases by 8 when equipped 

Gold Bracer 

5000G 

Strength increases by 12 when equipped 

Platinum Bracer 

7000G 

Strength increases by 16 when equipped 

Mythril Bracer 

9000G 

Strength increases by 20 when equipped 

Brave Bracer 

11000G 

Strength increases by 24 when equipped 

Note: When purchased, items will automatically be equipped. The effects are not cumulative. Only the most 
recently purchased item will be in effect. 

J 

ITEMS THAT INCREASE DEFENSE (Purchase in Tonios Shop) 

Bronze Belt 

1000G 

Defense increases by 4 when equipped 

Silver Belt 

3000G 

Defense increases by 8 when equipped 

Gold Belt 

5000G 

Defense increases by 12 when equipped 

Platinum Belt 

7000G 

Defense increases by 16 when equipped 

Mythril Belt 

9000G 

Defense increases by 20 when equipped 

Brave Belt 

11000G 

Defense increases by 24 when equipped 


Note: When purchased, items will automatically be equipped. The effects are not cumulative. Only the most 
recently purchased item will be in effect. 


ITEMS 
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ADVENTURE HINTS 


various obstacles and traps await the characters within the dungeons, but as long as Rue and Mint use their 
special abilities, they should be able to overcome anything that stands in their way. 


So I ve Myst er i es Th r o u g h 
Tr an sf o r mat io n 

Rue may be able to bypass traps by transforming into 
a monster or by using the special abilities of the 
monster into which he has transformed. In the 
Gargoyle Clearing at the back of Carona Forest, he can 
bypass the obstacle when two Gargoyles are facing 
each other. If the nearby Gargoyles are defeated and 
their coins are obtained, then... 



Clear Obstac I es Usin g 
Mag ic 

Even though Mint cannot transform into a monster, 
she can still bypass traps and other obstacles by 
using her magic. If thick ice blocks her passage, she 
can use fire magic to ciear the way. If large boulders 
block her passage, she may be able to break through 
using explosive magic. 
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' Event Planning 
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\ Action Planning 

Player Character Design 
Story Character Design 
Monster Design 
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Character Texture & Effect Design 
Character Texture 
Player Character Motion 
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Character Texture & Motion 
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I Sound Effect 

[ 
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Localization Department 
General Manager 
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Localization Director 
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LIMITED WARRANTY/GAME 


TIPSIB 


For a period of ninety (90) days from the date of purchase. Square Electronic Arts L.L.C. (SQEA) warrants to the original purchaser of this SQEA software 
product that the medium on which this computer program is recorded is free from defects in materials and workmanship. SQEA agrees for a period of 
ninety (90) days from the date of purchase, to either repair or replace, at its option, free of charge, any SQEA software product that does not meet the 
above warranty, postage paid, with proof of purchase. This warranty is not applicable to normal wear and tear. This warranty shall not be applicable and 
shall be void if the defect in the SQEA software product has arisen through abuse, unreasonable use, mistreatment or neglect. 

LIMITATIQNS - The above warranty is in lieu of all other warranties, and no other representations or claims of any nature shall be binding on or obligate 
SQEA. ANY IMPLIED WARRANTIES APPLICABLE TQ THIS SQRWARE PRQDUCT, INCLUDING WARRANTIES QF MERCHANTABILITY, CQURSEQF 
DEALING IN TRADE AND FITNESS FQR A PARTICULAR PURPQSE, ARE LIMITED TQTHE NINETY (90) DAY PERIQD DESCRIBED ABQVE. IN NQ EVENT 
WILL SQEA BE LIABLE FQR ANY SPECIAL, INCIDENTAL, QR CONSEQUENTIAL DAMAGES RESULTING FRQM PQSSESSIQN, USE QR MALFUNCTIQN QF 
THIS SQEA SQFTWARE PRQDUCT. Some states do not allow limitations as to how iong an impiied warranty iasts and/or exclusions or limitations of 
incidental or consequential damages so the above limitations and/or exclusions of liability may not apply to you. This warranty gives you specific rights, 
and you may also have other rights that vary from state to state. 

NQTICE - This manual and the software described in this manual are copyrighted. All rights in the manual and the software are reserved. No part of this 
manual or the described software may be copied, reproduced, translated, or reduced to any electronic medium or machine-readable form without the prior 
written consent of SQEA. The described software may not be reverse engineered, decompiled or otherwise disassembled. 

RETURNS WITHIN 90 DAY WARRANTY PERIQD - To replace defective media within the 90-day warranty period, send the defective media, a copy of the 
original sales receipt, a return address, and a small note describing the difficulties you are experiencing to Electronic Arts Customer Warranty, P.O. Box 
9025, Redwood City, CA 94065-9025. If you have warranty questions, you can also contact Customer Warranty at (650) 628-1900, fax (650) 628-5999. 
Hours of operation: Monday - Friday, 8:30am - 11:45am and 1pm - 4:30pm, Pacific Standard Time. 

RETURNS AFTER WARRANTY - To replace defective media after the ninety (90) day warranty period has expired, send the original CD to the Electronic 
Arts’ address above. Enclose a statement of the defect, your name, your return address, and a check or money order for $15. 

REPLACEMENT MEDIA - The above provisions apply to any replacement media or software provided by SQEA hereunder, including the above warranties 
and limitations. 

TECHNICAL SUPPQRT - For technical support questions, you can call (714) 428-0599. Representatives are available Monday-Friday 8am - 5pm, Pacific 
Standard Time. 


SQUARESOFT GAME TIPS 

Game Tips are available for all SQUARESOFT titles published on the PlayStation game console: 

U.S.: 1-900-407-KLUE (1-900-407-5583) $.95/min. Automated Tips, $1.25/min. Live Assistance. 

Canada: 1-900-451-KLUE (1-900-451-5583) $1.50/min. Automated Tips oniy. 

Prices subject to change. Callers under 18 years of age must obtain permission from a parent or guardian before calling. 
Game tips are available for callers within the U.S. and Canada only. Touch-tone phone required. Live assistance is available 
for SQUARESOFT titles published on the PlayStation game console only. Game counselors are available Monday-Friday, 
8am - 5pm, Pacific Standard Time. Automated support is available 24 hours a day, 7 days a week. 

SQUARESOFT Online 

Shop online or register for upcoming sweepstakes, prizes, and more at www.squaresoft.com! 








